





I mined a cal v stop praying and consult ■ tiociar if you experience any rf than 
symptoms Panrnls should Match for or ask Ihftir children ftbau! the above 
symptom*—children and Teenagers are more likely Then sdutts to experience 
these seizures. 


Tbs risk til phfiiosflnEhivii epilepik seliurei may fra reduced by sitting ftrthvr 
Iron the [iltvision screen, using e smaller tatarirtih screen, playing in a w* u M 
room, and not playing when you are drowsy or fatigued 


It you or any ol your rdatrvee hove e history of seizure* or epilepsy. Cpnanlr * 
doctor before pleying. 


Other Important Health and Safety talaimnhun The ftbox Instruction Manui 
contains important heahh and safety lAformatioe that you should raid and umfii' 
Stand before usingthiaanhwBre 


8BQUT PHQTOSEnSITlUC BEI3URC'.. 

Avery smill percentage of paopla may axperfenca a seizure 
when eiposed to certain visual inmgss, including Ifashmg hghti 
or patterns that may appear in video game*. -Evan people who hi.*# 
no history of sBiiurpn nr egile pay may ti evfl an undiagnosed condi- 
non that cm ciuse these 'photosensitive epileptic seizures" while 
watching video genius 

| 

These seizures may hays- a vanity uf byinu-toms, including lighlhcatfadmeii 
altered vision, -eye or lace twitching, jerking or stinking of arms or legs, 
di so* mut Rhein, cftnfution.. or momentary loss ol a rareness. Seliurts may alto 
causa last of consciousness or convutirons that can itod to rniury from Pulling 
down or striking nearby objects 


fiuoio DRfnaec to vous TELcuision 

Do not uta with curtain calavl tiatii. Some lalBviiioni, especially Irons- or rear- 
projaction types, can he damaged if any video games, including Xbrw gsmts, in 
plvyed on them- Static images presumed during Ihu normal caurso of Qamngtey 
may "burn in" lotha oc/aen, causing a panmanont shadow of the static imago to 
appaar it all dmai, even whan video games ere not being pleyed. Similar ditnaga 
may occur Irom static image* created whan placing a video game on hold « 
pause. Consult yanr tolavlslon owner’s manual tn detwirfrni it video games cm 
ieL It you an unabta to find this informed on m the 
manual. ccntecl your television dealer tu tho manufacturer to 
mine if wdeo gimaa can ha played safe ly on your ait. 

Jnauthorized copying, reverse engineeimg, itihstn*s , sicn, puWic 
porformance, rwiral. pay for play, or circumvention of copy 
protection is ilrctiy prohibited. 
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IT IS ft PERILOUS Time FOR 

THE CftLftXV... V 

ft brutal civil war has all but dasliuyed Uie JulU Order, 
saving [he ailing Rapubk on the verg.e of collapse Amiri v 
he turmoil, the evil 51th bsvs spread a crass tba galaxy, hunt- ' 

n$ down ann destroying the remaining Jadr knights Narrowly 
tac aping a deadly Sith ambush, the lest known Jodi cFings to life 
[board a battered freighter near the ravaged world ot Peragus , 
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1. TftRCET inrORfTlftTIOn 

Hie current tcrg&t's nemo, status, and vitality points. A blue target taox 
indicates non -hostile characters or creatures, as well ns items such as 
doors and contoinets. A red target bos, indicates hostile characters or 
creatures. To cycle between largels, pull the loft or right triggers. 

2. mim-fliflp 

Shows the character's immediate surroundings as well se the charac¬ 
ter's heeding, 

3. ftcrion menu 

The Action Menu Is used To access skills, feats, items and Fores 
Powers. The icons on this menu can ha eyelid through at any time: by 
using the director a I pad. The icons in the Action menu will change 
depending on ihe type Of target selected. A highlighted icon can he acti¬ 
vated by pressing the A button. The icons in order from left to right arc. 
physical action 4including Attack. Switch Weapon, feats, end skills), 
offensive Force Powers, offensive items, defensive Force Powers, defen¬ 
sive items. Forms, and behavior. 





■quip 

f . Dr • How well thfl character is protected. Tha higher a chor¬ 
da r’s Dal an as, the less likely they are to tie hit by enemies. 

jl. HiiflcM Bomijs/Lm . <iwu Brum [Mimm) 11 .,- The 

tteck bonus for each hand. 

i„ DnMnriiT/L ett mno Ftioitf tr-ini'w) I-Imnu^i The damage 
ausad by the weapon equipped in each hand 
t. fiLfiuunuuu tu:’jiPMi:r Equipment that can be equipped to the 
ighlighted slot 

i Bm-mop. nNn We iimw-s Siu., Characters can equip various 
rniur, weapons or items to each of these slots, Each slot displays the 
urrendy selected equipment 

Any equipment usable in a particular slot is displayed on the left-hand 
iido of the screen, To equip an item, highlight the slot location and then 
tress the A button Newt, highlight the item tn equip, and press [ha 
A button lo confirm, or press the B button to cancel. 

NOTE: Equipment is restricted to a specific location nn a char- 
icter's bndy Also, droids and humanoids have slightly Uif- a if 
it uqmipimriL slots. J&F 



Ill '• > ! fr 



Here are the various slot locations on each charade 


NOTE: There are two available configurations for Right and Left Weapon 
Press the X button to switch between configurations on this screen 


Ft. uriutu/'iMocnNi 
0 ScNSOn/Tknoocnn 
C. UriLirM/'QLauea 
O SutoinL Wcnuon^SMicLU 
C. Pcnnwo/flnMon 
f. Soecmc UrnpON/S hield 


6 . LCrT MCnPON 
M Bmiclu/'Bcl r 

I. Rianr klennoN 

J. ntieiiwnrc Lert Went; * 
M. rturcnworc Riom Wcnnrir 


PftftTV inuenTORV 

The Party Inventory screen shows ell items owned by the party. 







































JOURflRL 

? rsss Itifl V button Id sort quests bused on different 
:atagories, Use (be directional: pad to highlight a quest 
ifid view The current information an it. Active Quests are 
hose LilHE ynu have nut yet DomptOtod. 


M ABILITIES 

M Press the V button to switch between Skills, Power?. 
m a nd Fo sts. Usa the 0 - pad to navigate between a biriftsE, 
f and the right thumbstick to scroll through the description 
cl an ability. 

NOTE: The Force Powers menu is only available 10 Jedi classes 


nessaccs 

Vhsi the X button on the Journal screen to access massages; the 
rcroon keeps a lop of the most recant critical information for the current 
iraa. Press rha Y button to toggle between DIALOG. FEEDBACK, COM¬ 
SAT ami EFFECTS. 


RftRTV 

Highlight a character and press Lha A button to add nr remove them bom 
the paily. Press the START button to confirm the changes you have 
made to yonr party. 

NOTE' Up to two companions may accompany you at on a lime, While in 
hostile regions, you will be unoble to change your party. 


[he Map screen shows your location on the currant level. Impnnani 
Qcations are marked with map notes. To select s different map note, use 
he left ilnimbstick or directional pad. Exploring reveals more of the map. 

=irRjnMifci& rn rnc £□□« Wnwn on Hum Hiiem 

To instantly return to the Ebon Hawk or a particular home base, press the 
X button on the map screen 

NOTE. Ramming to the Ebon Hawk can only bn used when the party is 
n & sals situation. This option cannot be used during combat, and A 
n some areas Of the game this option is completely disabled. " 




























nr h rsionjt. Usb itia left thumhsticfc. at litreclionul pad to 
shIbi:! yuur ctsss and gondor. Press the A burton to 
confirm your choice 


Slow Tati Average 

Slow Slow Fitt 


Jedi Guardian 10- 

Jctii Consular 6 

J Dffj SfiniJnsf 0 


CHARACTER PORTRAIT 

Press the D-pnd nr left thumb stick I aft or night to cycle through different 
heads fur fra main character. To select a portrait, press the A button 
to accept 

ATTRIBUTES 

Attributes effect yeuf character's ability to use Force Rowan, fight in 
combat, and employ skills. For all attributes a value of 10 is considered 
average. You begin with SO points to spend. Select an attribute and 
add or remove points by pressing right nr left on the left lliumbslick or 
C-pad An attribute may not have a value leas than B, mid the point cost 
increases as the value gets higher, up to a mg* of II Throughout the 
course Of the gams you will find items (bar wilt improve your attributes 

•S cut wo U ► C STB]i A high Strength improves your abilities in mules 
combat by increasing both your chance to hit end (he damage you inflict 

□ run:mm [DEH]r A high Dexturity improves your chance to hit with 
ranged weapons and also increases your Defense 

Dows 11 r > u CgdmI. A high Constitution increases your character's 
vitality points. Constitution also determines, what types el implants Die 
! character can equip. 

n. i. . i.inr.uf.r [irurji A high Intelligence increases the numbui ul 
points i character has to spend on skills, end it can affect some conver¬ 
sation options. 

Wm: om fi*U3‘ A high Wisdomincreases a Jadt’s Force Points 
and Force Power saving throws, The Fores Powers ol a Jedi with ■ 
high Wisdom are also harder to resist. Additional conversation 
options also become available with a high Wisdom. . f , 

tiiinRtaMn Cd-IFIli A high Charisma odds mudihers to ^ ! 

Force-related feats and powers that are very impar- . jpr 
tant to all the Jedi classes It is also central to any 


options 

i. nrm GnMi To load a game, press the D-pid lip or down to highlight 
tha correct saved game Me, and than press the A button. To delete a game, 
press the V button then confirm your choice by pressing the A button on 
the confirmation screen (or Bin cancel]. 

3 nue Gnm • Select an empty slot or previously saved game and over¬ 
write tha existing data, and then press the A button. To switch between 
different characters' save gomes use tha X button. Only one Autosave 
slot Is available. Each character does not get an Auto-save slot 

Gr-iMf 1.1 Adjust various gameplay settings, including difficulty level 
r.-rnpnr. ■ Toggle the various Feedback options 

Flu to - Pnu’j'_ - Choose the conditions under which the game will auto¬ 
matically pause. 

Bivn r >iuos/Souij Adjust lha brightness and various sound levels, 
□in ■ Ends c u rrent game and returns you to the mein menu. 


CHARACTER GEflEftfiTIQfl 

When starting a new game you must first era ala a character. You have 
lha option of creeling a quick character, which automatically 
assigns state recommended for the cless. Or you can customne 
many details about tha character. 

CHARACTER CLASSES 
There are three character e I asses to c h □ oae trom ai 
v\ the start of tha game, each with male and female 











persuasive talker. It else reefuc as the panatry when 
using Force Powers or so opposing alignment (a light 
sido character with a high Charisma can use dark snle 
powers ■rfith less of a penolty}. and a high Charisma also 
improves your companions' chance to hil 

SKILLS 

Skills primarily relate to non-combat situations, and in some 
cases will allow the party to avoid combat a ling Ether Each skill 
relies on a particular attribute 


\ 


i J: Related to Intelligence. Used with computer spikes 
la access computer tarminais. Harder tasks require more spikes. This 
skill teduces The number of spikes needed by 1 Hot every * points total 
Computer use also allows the creation at items that involve line electri¬ 
cal work, such assn-mo advanced weapons upgrades. 

Dt '-iui ■. on a i Related to Intelligence. Used la set ot disable mines of 
low IDC 1 $ to sen. medium ( 0 G 2 G to sot), or high d iff icuhy (DG 25 to soti. 
Disarming adds +5 la the DC Recovery adds - 10 . Cannot be used 
untrained. Demolitions aids in ihe creation at items the I are explosive in 
nature, such as mines and grenades. 

■ S. i: Related to Dexterity. Enables the use el stealth field 
generators and Sieahh made (see page 10 ]. Combat cancels 
Stealth mode. Cannot he used untrained Stealth Is used In 
the creation of items involving sound or camouflage. 

^ r iwur . Related to Wisdom, Helps spot hid¬ 


den objects or enemies and also allows you to sense 
the motives of others m conversation. This skill is 
[checked against an enemy's Stealth skill or the DC of a 
'mine II successful, the enemy or object becomes visible. 

Awareness is always active, but Tunning imparts a -h penally 
Awareness also affects what types of scopes and lenses you 
can create 

*»p< • .. Related to Charisma Persu ade dra logo s options use 

Iblandly coercion to press for sensitive mformalmn or avoid conflict. 
■Higher skill allows for morn extreme requests. Only available to the 
■player created character. 

Ir-t . Related ic intoJIigen-to. Used with disposable parts to tin tfls- 

Hhled droids. More difficult repair |obs raquira more parts. This skill 
■reduces the number of parts required by 1 for every 4 points tote I. Also 
■modifies vitality points recovered when used by party member droids td 
Repair combat damage. Repair also determines hnw many campon ants 
obtained when breaking down items at a workbench and is a key 
(Skill when creating many types of Hems. 

fe=^ ■<" Related to Intelligence. Used to open electronic locks. 
Appears as an option on targeted locked objects. Security 
1 minalers m Inventory will also appear as a default option 
end add to the skill if selected Cannot be used untrained. 

icurity also aids in the creation of several types of 
hems, including those involving inns. 

jf ^irnr Injh • ■: Related to Wisdom. This 
■skill is added to the vitality points healed by 
Jmedpscs Higher duality packs apply multi' 
ilmrs to further increase the amount healed 
’real Injury also affects ones ability In 
iRMte an assortment of itams and 
how many chemicals ara 
obtained when items ore broken down 
si a lab station 


him' 
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fCFITS 

Feats are primarily combat-focused abiliUes Ibat allow a character to 
use specific wsepons, armor or iiems. They can also grant spa mat 
attacks or give bonuses I a skills and abilities. Characters are given cer¬ 
tain feats during character creation, depending on class. As characters 
increase in lavaUhey gain now feats. Each Character Class will gam 

f certain feats automatically as they advene* in lauals. 

If j Navigate the feats screen, with die left thumbslick or 
D pad: to see a description of GflCh feat. Press the 
X button to learn a Teat 

T NOTE: You must acquire lower-level feats before you 
can progress to higher-level feats. 


CHRRRCTER flRNE 

Create your own name, or use one of tha 
\ random d efa ult name s [pra ss die V but- 
-1 ron Id generate names! In many areas 
|j\ of the g eme, only die first ns mo will 
be used, so keep this in mind when 
Mf using spaces. The first name is oon- 
siderad any characters before the 
first space 




CORE mCCHRniC \ (U 

When you attack an enemy, use a skill. or make a saving 'j 

throw, a random number between 1 and 2D is generated 

tldZD). Tour cliaractui s attack bonus, skill, rank, or attribute \ 

1 modifier is addad to this tancfom number to determine $uccess. . 

COmSRT RflD Defense 

Defense is a measure of how difficult a character is to hit In combat 
Defense is base 10 plus tha modifiers for armor and Dextamy When- 1 
ever you attack an opponent, the Core Mechanic is applied like this: 

|1 d20+ attack bonus I versus Defense of the target. 

Example: You have a total attack bonus of +4. You target an enemy with a 
Defense of IB. You would hit on a 12 or higher j12 4 4 iattack bonus] =181. 

OirnCULTV CLRSS 

‘The Difficulty Class (DC) represents tha relative difficulty of a task. DC 
applies to skill use arid saving throw attempts. 

SHILLS PINO DC 

If you hove a ski!! Ihat is usable on 0 target, it will be selectable in the 
Default Action list The Core Mechanic is applied like this: [ld2G 1 skill 
rank -1 attribute modifiers) versus the DC of the task. 

Example: You have 3skill ranks in Demolitions end an intelligence modifi¬ 
er of *2. You attempt to disarm a simple mine (DC 151. if the skill check is 
ID or higher [10 4 3 [skill rank! 42 (Inf modifier] = 15| you disarm the mine. 

BPILUNB THROWS FI NO DC 

Saving throws represent resistance to certain attacks, effects or pow¬ 
ers, Tha Core Mechanic is applied like this: |1d20 + base save by level + 
attribute modifier] versus the DC of the saving throw. The three types of 
saving throws and their Finked attributes are Reflflk IDex), Fortitude [Con) 
land Will (Wis) 

Example: You have a base Reflex save of 7 end a Dex modifier of *4. You 
are hit with an adhesive grenade (DC25I, If your saving throw is 14 or 
higher [14+ 7 (Reflex save! > 4 (Dex modifier) ■ 251 yon would avoid get¬ 
ting stuck. 

. . 1 . . When a character attacks, and the randomly gener- . 

atari number is a 20 [out of the possible range of 1 -2Df, there rs a 

ch a n ce that th ay h ava sc ora d a critic a! hit. This is call ed t COr- 

ing a "threat" Another number is generated, and if that num- ,;/& * 

bar equals a hit, then a “criticel hit" 15 scored and double , -/ 

damage is inflicted upon tha target. Some weapons or S&r ^ I 

Teats increase the "threat range 1 * meaning you can Air 

score a threat on a lower number. 


_ 
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M COmBflT DISPLftV 

M The Combat Display contains important information 
M about each character, including character portraits of 
W party members, remaining Vitality and Force Points, and 
the Action icon 

NOTE: The Combat Display is visiblo only during combat 


y~T 


III 




1. Gharacror Portrait 

e. crmraornr itnatth CUiralitM Palms] 

3. force Power [ir applicable] 

M. CnoMti 

5. TargoraeJ Cn«ML| 

0, notion Queue 
7. Ptctlan Menu 
O. TargaracJ Cnerui Info 

9. CoMbar Message 

10. not ion 0 om 

i n Pnnrnm The bottom portrait is the currently selected 
character If there are multiple party members, the other portraits can be 
seen ebove the selected character's portrait To select a different 
character, press the Black button 

IJirni it . f»nihi ? CUP 1 The red bar represents b charac¬ 
ter's Vitality Points. Vitality Points decrease when a charac¬ 
ter takes damage from an attack or other effect It the 
total reaches zero, the character falls unconscious 
and cannot move or fight until healod As long as 


one character in the party remains conscious to ^ , I 

guard the others, the geme will continue. Vitality Points \ 

regenerate slowly overtime Medpacs will boost Vitality 
Points quickly, as will the Force Heal senes of Force Powers. 

Repair Kits will restore Vitality Points of Oroid characters 

i Pi Tho blue bar represents a character’s Force 
Points Each Force Power uses Force Points when activated. 

A power can't be used if not enough points remain. Force Points ^ 
regenerate faster out of combat, although it depends on the area and ^ 
your Force Focus feats. 

NOTE: Force Powers are only available to the Jedi classes. 

Hi m - Timi Turn - D rn CoMaru When ■ hostile creature is tar¬ 
geted, the game will pause (this feature can be adjustod in Options) 

Press the A button to engage the enemy, or choose one of the feats or 
items located m the Action menu. The game will then go into Combat 
Mode. In Combat Mode, the action queue (green rectangle) and the 
action box (red square) appear between the character portrait and the 
Action Menu. Whenever a player performs an action, the action (repre¬ 
sented as an icon) will appear in the Action Box, unless an action is 
already in the box. In that cbsb, the action appears m the Action Queue. 
When Die curient action Finishes, the icon in the Action Queue moves to 
the action box The character will now perform this action To disengage 
from combat, press the B button. 

U: mil H Bui ion Instead of pressing the A button to exocuto an 
action, press tho X button to store up to three combat commands in the 
Action Queue. Once the commands are entered, the character will 
attempt to follow each commend in the list in tho order they were select¬ 
ed. For example, a character could be directed to use a medpac, use a 
Force power to heal the group, and than resume attacking an enemy. 

jf UaiNi. n pn By default, party members will automati¬ 

cally entor combat in response to the player engaging hostile creatures. 

. You can change what Behavior they use (sea Behaviors, page 18, for more 
I information), or give commands by controlling them directly Press the 

I Black button to switch between the different acbve party characters. 

Comoih Pnuyi Press the White button to pause or un pause 
i the game. You can give characters commands while combat is 4 
paused Commands selected with the A button Bre attempted Jt 
as soon as pause is exited. If more than one command is 
selected, only the last one is attempted Commands 
selected with the X button are entered into the T 

action queue. 



3 i i m um mu - Jhq ohara ct&r wil I atta ok any onomy ijt 
within rant] 0 . but will rml maun Irani their current pusi- 
liars, Tins Behavior can be useful if there ere many mines, 

nearby. 'V 

r-s n*j<: .. The c hs ro Ptdr will provide ranged su p port. They 1 
will switch in a melee weapon (il available in their secondary 
Weapon Configuration*} to defend themselves hem any melee 
aiiacker, but will resume tanged support after any nearby ill reals 
tiavg boon eliminated. Characters using this Behavior will artampi 
to stay within 10m olltie s elec led character. 

"Cfterecfers wifi fight unarms if n$ metee weapon has been 
equipped Jo the dttpmaw slot 

. t*i :-t 1 1 . f . i; i like Ranged, hut will also use J edi Powers. 

(Jed! Only} 

Frfr ,#n n. Like Rang ad, hut will also throw grenades 

unless a party member might be hit by 
Hie blest (non-Jedi Only). / 


i & fin .. , Mr, , Stealth mode c overs the charactar 

in a camouflage held. Enemies musl make art Awareness 
> - & check versus the cherectors Stealth skill to sou them 

& Th is ability is only useable by c he racters that h ave spent 
f points in the Sraalth skill and are equip pad with stealth field 
f Jm generators (Exception: Force Camouflage allows a character 
|o u$e Stealth even without a stealth field generator equipped! 
f Combat cancels Stealth mode, but mundane tnsk* do not 

W u ,r-.«i n C-n>i i mi To use n computer or a disabled 

droid, press the A button while targeting it. The Terminal Interface 
screen comes up, Sometimes you will have the option to use computer 
spikes or ports to manipulate the computer or the droid The number nf 
spikes or parts noodad is determined by skill m computer use or repair. 

Ej ip eric wee Pqim , . in-: Gmrji^ Lu'i Victory in combat 
and cumpleting quests garner Experience points IXPI.. Many encounters 
reward th* use of the Persuade Skill to avoid conflict. Generally, the 
herder the task, the more XP earn ad. Periodically a character will earn 
enough XP increase in level, improving theii Vitality Points, skills, and 
Forca Points and Powers lif a Jedll At some levels, basic attributes will 
improve end new feats can be selected, An “L" will appear on the 
character portrait to mdicata that enough XP have bean earned 1 , On the 
Character in-game menu press the A button to customize theca improve¬ 
ments or the V button lo have these choices be mads lor you based 
upon your character class 


BCHflUIOfcS 

Set up simple commands for party members when, they're mil under 
dir eel control. Tha far right icon in the Action Menu shows which 
Behavior is currently being employed. To change the selected charac¬ 
ters Behavior, scroll up nr rinwn until (ho desired Behavior is shown and 
then press the A button. The character's Behavior is not changed until 
the A button is pressed- 


0 r-i. - rr iiyiyi The character will attack any enemy within range using 


thalr currently equipped weapon 

Hi* > i: n fu 1 This Behavior is similar to Aggressive, axe apt the ch#r- 

actor will move hack to the controlled character it they have 
moved mure than 5m away. Use this Behavior when you want 
to prevent characters from chasing down distant enemies. 
This behavior is the default 






DIALOG 


-H PRESTIGE CLASSES * 


11 vide i 
K ticul 


At e pivotal moment in the game, the main character 
will be q ble to gal n a new rank In his or her re spe ctive ^ 

Jadi class. Tha new Prestige Class is based open I tie 1 
character's alignment, In addition to incroesod stat$. each 
Prestige Class also gains a unique Force Powar 


PRESTIGE CLASS BASIC STATS 


1 , Ci in he ic icr in it-it CaNucuirntioN 
S. tut Lrrar Linc or rite Canoe ran rtON 
3, BuruuntstC facofrONtme 

M, PlHHDtfj tumennus nanmowrit. nisEiuivui. nuniLMULC 


Jodi Weapon 

Malta r 

IQ 

6 

Slow 

Fesl 

Avenge 

Jadi Master 

6 

10 

Slow 

Stow 

Fast 

Jed! Watchman 

| 

Q 

Average 

Aveng* 

Fail 

Sith Marauder 

to 

6 

Slow 

Feat 

Avenge 

Sich Lord 

0 

10 

Slow 

Slow 

Fast 

$ilh Assassin 

1 

8 

Average 

Average 

Fast 




Many non-player characters (NPCsl can be dealt with through conver¬ 
sation instead of combat. To begin a conversation, target an NPC and 
press lira A button. The mein character created by the player initiates 
end begins speaking regardless of which party member is controlled. 
Press the riiracmnsl pad or left thumbstick up or down to scroll the 
available responses Press lha A button la select e response, or to skip 
through NPC dialogue. The option to use the Persuade skill may appear, 
and direful dialogue can sometimes circumvent dangerous situations. 
Force Persuade options also appear for Jadi character's with the Affect 
Mind or Oominoto Mind powers. Sometimes other options may become 
ava ilablo depu n ding upon your skills and attributes. For mm mple. if you 
$ have a high Repair skill, yuu may realize that e merchant is lying to you 
m about tha value of e droid he is soiling. Also, your companions might pro- 
^ vide advice or comments during conversation, depending upon their par¬ 
ticular areas of expertise. 
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Cu* M fORms 

I j As a Jedi becomes more powerful, different styles, or 

Forms, are developed After a certain amount of experi 
W once is gained, a Jedi acquires an initial Form, which must 
^ M be used unbl further Forms are learned. Forms may be 
i M switched at any time through the action menu To change the 
selected character's Form, scroll up or down until the desired 
| Form is shown and then press the A button. Each Form provides 
jS both bonuses and penalties to certain stats, so the key to using 
^them effectively is to choose the Form most appropriate for the 
situation There are a total of 11 Forms, of which a Jedi can learn a 
maximum of 7 Combat-based Forms are only active when a lightsBber 
is equipped, while non combat Forms have no restrictions. The order 
and types of forms learned depend upon the Jedi s class. 


weRPons \ 

Most weapons fall into five basic types, though more ^ 
exotic weapons have been rumored to exist 

|-|M i k. i This category includes all non- 

\ ranged weapons other than lightsabers 


LJi rem.n Pcjici This category includes all small 


I 0i mii mi Rit li This category includos two handed blaster 
weapons, delivering more power than pistols 


L it " t, Only Jedi have the skill to use these weapons 

Any other users would be more likely to injure themselves then 
thoir opponents 

Gnr unm Characters do not require a weapon proficiency to 
use grenades. These hand-launched explosives affoct anyone 
(friend or foe) caught in the blast radius around a central target 


Table !: Lightsober Forms vs. Various Combat Situations 


Fair fsir Good Excotam foar ttnud Vwy Good 
ry Good Fan Poor Poor Good Good Good 
hw Vary Good Poor Fair Good Good V»ry Good 


RRfTlOR 

Heavier armor encumbers by restricting dexterity modifiers For example, 
a character with Dex 18 normally receives a *4 Defense bonus A heavy 
battle suit might provide a Defense of 9, but restricts the maximum 
allowed DEX bonus to +1. lor a total Defense increase of 10 Characters 
with exceptionally high DEX may be better off relying on a combination of 
thou unrestricted modifior and lighter armor, or even no armor at all. Note 
that many Force Powers cannot be used by Jedi wearing armor Robes 
■nd some special types of armor do not have this restriction 

Jodi and other Force sensitive cultures often wear 


FORCE POWERS 

Only a Jedi may use Force Powers. These abilities arc attained through 
level advancement There are throo types of powers: Universal, Light 
and Dark. Light and Dark Side powers racerve bonuses and penalties 
in relation to alignment It a character leans toward one side, powers 
Aligned with that side require fewer Force Points to use. while opposing 
Force Powers become more costly Universal powers are unaMacted by 
alignment To view the powers and their descriptions, access the Force 
Powers menu through the Abilities menu Secret powers can be 
acquired through special events in the game 


E Rooc! 

robes. They do not restrict the use of Force Powers, though the 
protection they provide tBnds to be limited. Many robes can pro¬ 
vide Jedi with other benefits, however. 

a Liom m.-imui Armor of this type offers good protection 

without hampering movement Best suited for characters a 
with a high DFX bonus. jM 

S Mr niiiM flMMon This type of armor gives solid . 
protection with moderate encumbrance It is 
good lui characters that see frequent com- *• 

bat Light Armor is prerequisite 
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Upgrading weapons and arm nr call bu ^ 

dans at any Workbench in the game. Only 
ctttlepn types ol woapdn? and arrpor can I ^ 
be upgraded Tha Inventory s-craon allows 
whether a given weapon or armor can be ’ 
upgraded In Hie item description. Using a ( , 
workbench, choose what ctass nf itam to 
upgrade (maloo weapon, armor, lightsaber. r 

or blaster) by pressing Ipfi or right on the - 
D-pad Press up nr down to select a specific 
weapon nr armor within the class, 

Armor has two stats available lor upgrad¬ 
ing: the und a Hay and overlay. Mel no * T-h 1 - 

wc a pons have 3 slots avs ilataia for u pgrad- I 
mg: the grip, the energy c&H, arid tha edge, f 0 ? 

Ranged weapons have 3 sluts available for V • 

upgrading, scope, firing chamber, and [j 

power pact. Light sabers have & slots 
available tor upgrading. 2 power crystals, 
the total, the lens, the emitter. and the 

energy celt, f ^ . *. 

Press the A button in select the item you 

want to upgrade. Navigate the slots with » ’" — 

tha D-pad. Press the A button to select a 

slot, and then a list of available upgrades I nr Uia slot appears. Select on 
upgrade with tha D-pad, and then press the A bunco to pul it in the slot 
The process con bo repeated for different stats il dnsirad. Whan brushed 
upgrading specific slnts, press tha X button to finish upgrading tha par¬ 
ticular weapon or armor 


M - 1 riu 11 .■ hit .< Heavy and complicated, 

* j Jr this armor lypa appeals to characters willing 

IV* Jr * to trad a mobility tat the best protection pos- 

W sible. Medium Armor is prerequisite, 

f M impLRnTs 

' \y Implants era items winch when equipped. 

| can effect various stats like Attributes and Skills Hardier 

/ _ characters, with a higher Constitution, are able to wrth- 

' -jtand the stress ot equipping mors powerful Implants. Once equipped 
In the Equip screen, they taka affect. 


SHIELDS 


| c> i.clci ShiaIds me rease rusistancti to certain typos of dam- 
C - age A shield's pawar lasts fur a> brief amount of time, or until 
^ enough damage is absorbed to deactivate it. Shields must first 
bo equipped in the Equip screen, and then activated in-game via the 
Items column in tha Action Menu fthe fifth column from die left) 



/ f Creating and breaking down items can be done from 
Lab stations (for medical items ond grenades) and 
Workbenehes (for upgrades) throughout the game. In the 
lab station/warkbench menu, switch between breaking 
down items and creating items with the X button 

^ a lab station you break down medical items 
into chemicals, which can be made into new 
medical items In a workbench you break 
'll down all othar items into components, which 
can be made into new upgrades 

Whon breaking down items, the list (lab sta¬ 
tion! or lists (workbench), shows all the items 
j&m, m your inventory that can be broken down 
—*P 7 |p into chemicals (lab station) or components 

__ 11 (workbench). In a workbench, ptess left or 

S i right on the 0-pad or left thumbstick to switch 

between types of items that can be broken 
down. Press the A button to confirm that you 
want to break down the item 

When creating items, press left or right on 
A 1 the D-psd or left thumbstick to select which 
type of item you would like to create Press 
the A button to confirm that you want to 
W create the item. 

Items which you have the skill required to 
create show up blue Items which you cBnnot 
create because you leek the skill show up gray. 
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When challenging another player to a 
game of peiaak. the first order of busi¬ 
ness is to make a wager on the match. 

Use the directional pad to change the 
amount wagered, and press the A button 
to begin the match A match consists of 
multiple sots. The first player to win 3 
sets will win the match end the wager 

Next select the side deck from the cur¬ 
rently available cards The side deck 
must consist of 10 cards. Use the direc¬ 
tional pBd to highlight a card and press 
the Y button to add it to the side deck. Cards can be removed from the 
side deck by pulling the right trigger to switch the selection, highlighting 
the card to be removed, and pressing the Y button Press the A button to 
start the game once 10 cards are in the side deck. 

The object of the game is to have the face up cards total higher than the 
opponent's hand without exceeding a total of 20 If a player s total is 
greater than 20 at the end of a turn (a BUST'I. the opponent wins the 
set. A player must win three sets to win the match. When the match 
begins, four of the cards from the side deck will be randomly drawn to 
form the player's HAND during tha match. 

The first card is automatically drawn from the main deck and placed 
face up. After each card is played, an additional card can be played from 
the HAND by highlighting the card and pressing the X button. Playing a 
HAND card is optional. Also, you can only play one HAND card per turn, f 
The player can also press the A button to END the turn, OR press the Y 
button to STAND with the current total. This continues until one player 
wins tha set. Ties do not count Cards from the player s hand can only be 
used once, so the four cards must last the entire match. Special gold 
cards can be found throughout the game that increase your odds of win¬ 
ning dramatically 

Tip: If the total is over 20 after the draw and there is a negative card in 
the side deck, you can play it to bring your total back under 20 a 






Lw m turret cncounTERS 

Sometimes you Mill need to man a turret 
j L . in orctfl r to survive an cnEleug ht of e namy 
Tighters nr troops. Arm the turret's taigating 
^ ^ ■ rati da with Hie tall or right thumbstick, Of 

the directional pod Fire the cannons by 
»- —— ^ pressing ary button 

SUfOOP RHCinC 

in Swoop racing has establish ad itself is 
'il ; the premier form ol entertainment 00 
I many Republic worlds. The devotion of 
“ the fans is unmatched in other spons, 
and the bets tty on not only who will 
] win, but also who will go down in the 
If j| 1 fieriest crash. 

f_ Pi ess the A button unco to activate 
iiwi "* —i® thrusters, and move side-to-sida using iha 

lelt thumbstick. Steer ever the occelero 
Eton pads IQ receive speed boosts, and 
each time the shift Indicator tops out 

*" - I in press the A button again to shill to more 

_ 11 powerful thruster*. The latest addition to 

the swoop bike if the ro pulsar boost. 
Press the B button in ind uc« a lump" 
that allows you Lo clear some obstacles. 

NOTE: Actuating initial thrusters, too soon, lolling to shift at the optimal 
tunes or hitting obstacles on the course will oil cause speed to drop. If a 
swoop bike is too badly damaged, it will cease to operate and the race 
will end. 


t. Siiir ; IwQrcmtiM 
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SOfTUIfiRC License 
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PLEASE READ THIS LICENSE CAREFULLY BEFORE 
7J ^ INSTALLING OR OTHERWISE USING THF SCHWAHE. 

.. 4 « ^ &V IN STALLING OR OTHERWISE US IN G TH E SOFTWARE. 

M YOU ARE AGREEING TO BE SOUND BV THE TERMS OF 
M THIS LICENSE. IF YOU DO NOT AGREE TO THE TERMS OF 
# M TH IS LI CEMS E. DO NOT INSTALL 0 H USE TH E SOFTWARE 
L# AMO PROMPTLY RETURN THIS PACKAGE AND FTS CONTENTS 
sf TD THE PUCE OF PURCHASE FOR A REFUND OR EXCHANGE 
M SUBJECT TO THE RETURN POLICY OF THE RETAILER. 

V xii-e compiler program, artwork, music, printed materials, on-lino 
or alSGtronlc rincumantaiion, and other components includfld Ip This 
product and ell copies of such materials as such a* may he modified or 
updated (collactively rnlnrmrl in nsthB "Software' I. art the copyrighted 
properly of Luca&Arts, a division of Luceslilm Entertainment Company 
(Ed and/or its affiliated entities or divisions, and iss II (tensors tenllecnva- 
ly referred to as "LucesAres" or "PuMishar*}, Ihe Software is non-exclu¬ 
sively lltensed [not said I to you, and LucesAris owns and/or controls all 
copyright trade $acral, patent end other proprietary rights in tha 
Software. Lucas Arts may moke Improvements or updates to Ihe 
Software at any time and with or without notice to you, which may he 
automatically downioadutl irrtu the memory c&rdjsj used in connection 
with (lie Software Such updates or improvements may change the game 
play associated with the Software 

Sublet tti the terms and conditions ol Uus Agreement, you may usn 
ihn Software, solely (or your personal use and only in connection with a 
Microsoft XbOK video game system. You may not circumvent or attempt 
to circumvent any (uchnntoyitel measures in the Softworo or the medio 
designed to prevent copying or unauthorized access 

All lights not specifically granted under this Agreement ere reserved 
by LucasAns and, as applicable, Lheir licensors. You mey net (t) copy 
the Software m ils entirety onto a hard drive or nthnr storage device and 
you must run the Software from the included Digital Versatile Disc 
("DVD"); (2) distribute, ranr, lease or stibfi cerise tilt or guy portion of the 
Software, (3) modify ur prepare derivative works ol tee Software, excapi 
as otherwise may be allowed herein; |4) transmit the Software ever a 
network, by telephone, or electronically using any means, or permit use 
1 of the Software, man atwork, multi- u so r arrangement or remote 
access at rangemoni except In the course ol your network multi 
player play of tho Software over authorized networks in accor¬ 
dance wi(h its iloeumenEation; IS) engage in marohmaking 
lor multi-ptayor ploy over unauThorrersd norwnrks. 

[G| design nr distribute unauthorized levels, 17) reverse 
anginear die Software, derive source code, or oiti- 


orwlSP attempt to reconstruct or discover any undBr- XI , 
lying satire b coda, ideas, algorithms, file formate, pro- \ 
gramrning or interoperability interfacee ol ihe Software xk 
by any means whatsoever, axcept to ihe extern expressly ' \ 
pgrmitt«ci by low despite a contractual prevision 10 the con- XL 
tr■ ry, and then only after you- have notified Luc asAns. in writing XL \ 
Of your intended activities; 13) remove, disable, or circumvent any \ 
proprietary notices nr labels contain ad on or within (Tie Software; 

£91 export or re-export the Software or any copy or adapretkm teare- m 
ol in violation: of any applicable laws or regulations; nr l ID) commar- X 
daily expioir tha Software, spBcihcally ai any cyber cuiG, computer gam 
mg earner ur any other public site without lirst obtaining a separate 
license from LucasAris [which it may or may not issue m its solo drscre- 
lujnl tor such use, end I.ecauAris may charge e tee for any such sepa¬ 
rate lie arise 

You may transfer the Software, but only if ihe recipient agrees to 
accept end he bound by the terms and conditions of Ibis Agreement. If 
you (rentier tin? Suftwaro, you must transfer all components and doom* 
ffienlation, four rights in and tethislicon.se are automatic oily terminated 
if and when you transfer the Software. 

LucasAns warrants la (Jtb original consumer purchaser only that the 
media furnished in this Software wilt be free Irom deter is in materials 
and workmanship under normal use for a period of ninety (901 days from 
(he date ol purchase las evidenced by yaur receipt), ft the media Tut 
niihud in this Software proves to be defective, and provided tear the 
original consumer purchaser returns the madia la LucasAru in accor¬ 
dance with Ihe instructions in (his paragraph, Lucas Ails will roplace the 
data dive madia: la) free ol charge to tile original consumer purchaser. If 
the media proves to bo defective within ihe nineiy day period follow¬ 
ing ihe date of purchase, nr [h| for a faa cl S15.QU [ell refer one as herein- 
■ re to United States dollars) per DVD. if the media proves to be defective 
after Ihe expiration ol tiw ninety (SO) day warranty period, provided teat 
(he request Is mode within g reason able time From purchase, and 
Lucas Arts continues te distribute Lite DVD commoreiglly. To obtain a 
replacement DVD. please return the dafactiva DVD only, postage pre¬ 
paid, te LueosArts, a division of Luce shim Entertainment Company Ltd., 

PO Bax IEO07, Ren Rafael, CA 94912, accompanied by proof of dote 
of purchase, a description of tho defect, and your name and J|| 

return address, as well as n check tor 515.00 made payable la 
I uc as Arts per DVD if after expire tron of the warranty ported. / t 
LuceiArts will mail a replacement te you. In the even! |Jr j 

ih#i ihe Software is no longer available, Lucas Ares wp -**- 

<<Mains the right to substitute a similar product of 
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M equal or greater value This warranty is not appiica- 
r J M ble and shall be void if the defect has arisen through 
jp» ' M abuse, mistreatment. neglect, or from normal wear and 
W tear LucasArts has no obligation to provide support main 
jj f tanance, upgrades, modifications or now releases under 
W this Agreement 

■ You expressly acknowledge and agree that use of tho 
Software is at your sole risk Except for the limited ninety <901 day 

warranty on tha media set forth above, the Software and any relat- 
ed documentation or materials are provided “AS IS“ and without 
^warranty of any kind. LUCASARTS EXPRESSLY DISCLAIMS AU. WAR 

■ RANTIES, EXPRESS AND IMPLIED, INCLUDING. BUT NOT LIMITED TO, 

■ THE IMPLIED WARRANTIES OF MERCHANTABILITY. FITNESS FOR A 

■ PARTICULAR PURPOSE AND NONINFRINGEMENT. LUCASARTS DOES 

■ NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE 

■ WILL MEET YOUR REQUIREMENTS, THAT THE OPERATION OF THE 

■ SOFTWARE WILL BE UNINTERRUPTED OR ERROR-FREE. OR THAT 

■ DEFECTS IN THE SOFTWARE WILL BE CORRECTED THE ENTIRE RISK 

■ AS TO THE RESULTS AND PERFORMANCE OF THE SOFTWARE IS 

• ASSUMED BY YOU, AND YOU (AND NOT LUCASARTS) ASSUME THE 

■ ENTIRE COST OF ALL SERVICING. REPAIR AND/OR CORRECTION. 

■ LUCASARTS SHALL ALSO NOT BE LIABLE FOR ANY DELAYS. SYSTEM 
1 FAILURES OR SYSTEM OUTAGES WHICH MAY, FROM TIME TO TIME, 

0 AFFECT ONLINE GAME PLAY IF APPLICABLE OR ACCESS THERETO. 

■ SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED 

■ WARRANTIES. SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. 

UNDER NO CIRCUMSTANCES INCLUDING NEGLIGENCE. SHALL 
0 LUCASARTS. OR ITS DIRECTORS. OFFICERS. EMPLOYEES, LICENSORS. 
K LICENSEES OR AGENTS. BE LIABLE TO YOU FOR ANY INCIDENTAL. 

INDIRECT, SPECIAL OR CONSEQUENTIAL DAMAGES (INCLUDING DAM- 
0 AGES FOR LOSS OF BUSINESS PROFITS. BUSINESS INTERRUPTION. 

0 LOST DATA. LOSS OF BUSINESS INFORMATION. AND THE LIKE) ARIS 
1 ING OUT OF THE POSSESSION. USE. OR MALFUNCTION OF THIS PROD- 
w UCT, INCLUDING WITHOUT LIMITATION, DAMAGE TO PROPERTY AND. 
0 TO THE EXTENT PERMITTED BY LAW. DAMAGES FOR PERSONAL 
<1 INJURY. EVEN IF LUCASARTS OR A LUCASARTS AUTHORIZED REPRE 
SLNTATIVE HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
DAMAGES OR LOSS SOME JURISDICTIONS DO NOT ALLOW THE 
LIMITATION OR EXCLUSION OF LIABILITY FOR INCIDENTAL OR 
NX CONSEQUENTIAL DAMAGES. SO THE ABOVE LIMITATION 
OR EXCLUSION MAY NOT APPLY TO YOU. 

YOU AGREE THAT THE LIABILITY OF LUCASARTS 
ARISING OUT OF ANY KIND OF LEGAL CLAIM 


|i— * j*—: 

(WHETHER IN CONTRACT, TORT, OR OTHERWISE) t 

WILL NOT EXCEEO THE AMOUNT YOU ORIGINALLY X \ 

PAID FOR THE USE OF THE SOFTWARE YOU AGREE TO X — 
WAIVE ANY RIGHT TO EQUITABLE RELIEF. INCLUDING. X 
WITHOUT LIMITATION. ANY INJUNCTIVE RELIEF, TO X \ 

ENFORCE THE TERMS HEREOF. THE PARTIES ACKNOWLEDGE X \ 
THAT THE LIMITATIONS OF LIABILITY IN THIS AND OTHER PRO- V 
VISIONS OF THIS AGREEMENT AND THE ALLOCATION OF RISK X 
HEREIN ARE AN ESSENTIAL ELEMENT OF THE BARGAIN BETWEEN X 
THE PARTIES, WITHOUT WHICH LUCASARTS WOULD NOT HAVE " 
ENTERED INTO THIS AGREEMENT LUCASARTS' PRICING REFLECTS 
THIS ALLOCATION OF RISK AND THE LIMITATION OF LIABILITY SPECI¬ 
FIED HEREIN 

THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS. AND YOU 
MAY HAVE OTHER RIGHTS DEPENDING ON THE LAWS IN YOUR STATE 

This Agreement is governed in all respects by tho laws of the State of 
California as such laws are applied to agreements entered into and to be 
performed entirely within California between California residents, and 
you hereby consent to personal jurisdiction in California This Agreement 
will not be governed by the United Nations Convention on Contracts for 
tfio International Sale of Goods, the application of which is expressly 
excluded You and LucasArts each agree that any claim or controversy 
arising out of this Agreement or the Software shall be settled by expedit 
ed binding arbitration in accordance with the rules of tho American 
Arbitration Association Such arbitration shall taka place in Mann 
County, California, and you waive any claim that such forum is inconven¬ 
ient Any such claim or controversy shall be arbitrated solely on an indi¬ 
vidual basis and shall not be consolidated with a claim of any other 
party. Tha arbitrator may not change the terms of this Agreement The 
arbitrator may award injunctive or other equitable relief to enforce the 
terms hereof; provided, however, that no iniunctive or equitable relief 
may be awarded that would enjoin or impair LucasArts' rights or ability 
to distribute or otherwise market, advertise, promote or exploit the 
Software. If it is |udicialty determined that any claim or controversy aris¬ 
ing out of or related to this Agreement or the Software cannot be settled 
by expedited binding arbitration as noted above, then you agree that 
any such claims or controversies shall be brought and maintained in . 
the state courts located wrthm the County of Marin, Stale of 
California or the federal courts of the Northern District of w 

California, and you waive any claim that either such forum is j? / 
inconvenient. The foregoing shall not preclude LucasArts 
bom seeking any injunctive or other relief for protection — 

of LucasArts' intellectual property rights or similar 
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M rights in any court of competent jurisdiction. Because 

J LucasArts would be irreparably damaged if the terms 

wmm V W ol this Agreement were not specifically enforced, you 
a* W agree that LucasArts shall be entitled, without bond, other 

'j f security or prool of damages, to appropriate equitable reme- 

\\g M dies with respect to breaches of this Agreement, in addition to 
such other remedies as LucasArts may otherwise have under 
mMP applicable laws. The prevailing party in any action to enforce this 
JjbH Agreement shall be entitled to recover costs and expenses includ- 
ing. without limitation, reasonable attorney's fees. LucasArts shall 
^hBve the right, but not the obligation, to defend or settle, at its option, 
any action or proceeding arising from a claim that your permitted use of 
the Software infringes or misappropriates any patent, copyright, or other 
ownership of a third party You agree to provide LucasArts with written 
notice of any such claim within ten HOI business days of your first 
knowledge thereof and to provide reasonable assistance in the defense 
of such claim LucasArts shall have sole discretion and control over the 
defense or settlement of such claim, unloss it declines to defend or set¬ 
tle such claim, in which case you are free to pursue such course of 
action as you reasonably determine. LucasArts is undor no obligation 
hereunder to indemnify or hold you harmless with respect to any 
actions, proceedings or claims In the event of such a claim, or if 
LucasArts believes such ■ claim is likely. LucasArts may (I) procure for 
you the right to continue using the Software; (u) modify the Software so 
that it becomes non-infringing; or, (ni) terminate this Agreement You 
agree to comply with any court judgment or other conditions imposed on 
you or LucasArts as a result of an allegation ol patent or copyright 
infringement (whether by court order, agreement or otherwise), whether 
I or not such judgment or conditions contradict the conditions of this 

■ Agreement including without limitation, ceasing use of tho Software 

0 If any provision of this Agreement is held to be invalid or unenforce- 
0 able, such provision shall be struck and the validity and enforceability ol 
I the remainder of this Agreement shall in no way be affected or impaired 

■ thereby and such provision shall be enforced to the maximum extent 
m possible so as to effect the intent of the parties and sholl be reformed 
1 without further action by the parties to tho extent necessary to make 

such provision valid and enforceable. LucasArts* failure to act with 
respect to a breech by you or others does not waive LucasArts' 
right to act with respect to subsequent or similar breaches, not 
will any single or partial axercise of any right hereunder pre¬ 
clude further exercise of any other right hereunder This 
Agreement sets forth the entire understanding and 
agreement between you and LucasArts with respect 


to the subject matter hereof. Except as provided j, 

heroin, this Agreement may not be amended except in *j - 

e writing signed by both parties, provided, however, that 
LucesAits has tho right without notice and/or without a ^k \ < < 
writing signed by both parties, to emend this Agreemont in ^k \ 
connection with any modifications or updates to the Software ^k 
The license term shall commence as ol the dale you install or ^k \ 
otherwise use the Software. You may terminate this license by dis- 
posing of tiie Software Without prejudice to any other rights of ^ 
LucasArts. this Agreement will terminate automatically if you fall to ^ 
comply with its teims and conditions. In such event, you must destroy all 
copies of tho Software and all its component parts. Your disposal or 
destruction of the Software and any component parts must be rionB in 
accordance with applicable law Except for the license granted herein 
•nd as expressly provided herein, the terms of Uus Agreemont will sur¬ 
vive termination. 

i If the Software is acquired under agreement with the U.S. govern¬ 
ment or any agency or instrumentality theieof, it is acquired as "com- 
marcial computet software" subject to the provisions hereof, as speci¬ 
fied in 48 CFR 12 21? of the FAR and, if acquired for Department of 
Defense (DoD) units, 48 CFR 227 7202 of the OoD FAR Supplement, or 
pactions succeeding thereto. 

'LucasArts and the LucasArts logo ere registered trademarks of 
Ulcosfilm Ltd. €> 2004 Lucasfilm Entertainment Company Ltd. or Lucasfilm 
ltd 4 M or TM as indicated. All rights resorved 

This game and manual are each a work of fiction. All of tho characters, 
events locations, logos, and entities portrayed in this game era fictional. 
Any resemblance to real persons, living or dead, or actual events, is 
purely coincidental 

LucasArts. a division of 
Lucasfilm Entertainment Company Ltd 
P0 Box 10307 
San Rafael. CA 94912 





TCCHfllCRL SUPPORT V 

pMonc numstp % 

Thii number ii fo r tac h ni»l assistance only. Hint* will! not m 
tja given nut ovar I ha Technical Support line. You Pan teach 1 
ant Technical Support department by culling 1--415-&07 4545 
We ere available in help you Monday-Friday, 9:00 a m- B‘0U P m 
(Pacific Standard Tima). 


WQ m KifiT unt 

J W Luc as Arts has set up a variety of services to provida 
f you wiitT-information about out latest games., hint end 
W gameplay assistance, and technical support. 

mm us. 

Jm If you need a hint; you may call cur automated Hint Line, This 
Wm service costa SI .93 par minute,, re q uirsa a touch-tone phono, and 
9) you must be at least 18 years eld or have a parent's permission to 
V call. The number is 1-300-329-JEDI (1-900-3M-5334J The option to 
spaak with a live Hint Operator is also available From ibis number. Hint 
tins operators era available during regular business hours. Monday- 
Fridoy, 9:00 e.m, to 6M P m - [Pacific Standard Time} (Average call length 
Is three minutes-.} 

CANADA 

Our Hint Lina is also available Lo our Canadian customers. This service 
costs Si.99 (U.S.l per minute, requires a touch tone phone, and you must 
be at least IB years old or have a parent s permission to call The num¬ 
ber is 1 -9HM31 -JEDI (90Q-451-5334K Hint Fine operators era available 
during regular business hours, Mon day-Friday. 9:00 am. to G:M pm 
(P&Cific Standard Tima! 1 Average call length is three minutes.) 

LUC AS ARTS RESERVES THE RIGHT TO DISCONTINUE THE HINT UNE 
AT ANV TIME AND WITHOUT NOTICE 


TCCKHfCfiL SUPPORT ffiX 

Wa alio offer the option of laving us with your questions at: 1-415-5D7- 
0100 Whan landing a fax, include your name. Fas number with area 
coda, and a voice phone number to contact you In case we experience 
problem* fixing you hack. 

TCCHfllCRL SUPPORT mftlLlflC ADDRESS 
You can alio mail us directly af Lucas Arts, a division of Lu.cs shim 
I ntfritammeni Company Ltd., P.0, 8cik T03QV. San Rafael, CA 34311 
Attn Product Support 


LUCA6ARTS GGmPfiflY STORC 

Sate quick, convenient shopping is just a dick away Visit Our secure 
■ fme iton ot store.iLicasarrs.com for great deals on games and umquf 
itOUtB you won t find anywhere else-hats. T-shirts and much more Ordn 
u nii n a or Hlltoll-fraa at T - 008- LEC-GAMES. (Technical support is not 
tvtfbbii on this fine.) 


ujhcrc to nno us online 

Visit tha LucarArts Technical Support Web site at supportlucasarts.com 
where you can recaiva online technical support through Vods's Help 
Desk, browse technical documents, or leave a message for on on-line 
representative 


YDDA'S HELP DESK 

Ypda's Help Desk, an Interactive knowledge base, is available in tha Tech¬ 
nical Support section ol the LucasArts Web site et sqpport.luceserts.com 
Yoda's Help Desk otters solutions to technical Issues based on information 
you provide. You can receive tachnlcal support 24 hours s day, seven day* 
e week. It Ynda J s Help Desk is una ble to provide a solution to your prob¬ 
lem, you can tend an e-tneil message to On online representative. 


MiuoflOft, Xbox and the Xbox logos ere either registered 
u*riemir)ii or trademarks of Microsoft Corporation in 
)h« U | and/or in olhur countries. A 
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